In 1986 John McDaid, then a fellow graduate student at New York University, suggested I meet Jay Bolter, who arrived bearing a 1.0 beta copy of Storyspace. When he opened the Storyspace demo document to show McDaid and I a cognitive map of the Iliad represented as a hypertext, my fate was clinched in under sixty seconds. I had seen the future, and it consisted of places, paths, links, cognitive maps, and a copy of afternoon, a story, which Jay also gave us.
Within a week, I had upgraded my Macintosh, changed disciplines, and begun work on a dissertation proposal using the same 1.0 beta version of Storyspace, the equivalent of volunteering as a crashtest dummy to check the safety of cars during head-on collision.
After weeks of alternately immersing myself in afternoon and losing data to system crashes every ten minutes, I admitted I needed some direction and began frantically trying to locate Michael Joyce, listed on the Storyspace startup dialogue box along with Bolter and William Smith as the authors and developers of Storyspace. The third Michael Joyce in the Jackson, Michigan, white pages answered the phone with a deep, resonant voice. "I'm looking for the Michael Joyce who wrote afternoon," I said quickly.
"Yes, but you can't know that," he said, ‹rst, not realizing I had a copy of afternoon, then: "And who are you?"
The rest, as they say, is history-and also the beginning of this book.
Even the most haphazard reader of this book will recognize that, without Jay Bolter, Michael Joyce, and Stuart Moulthrop, my work would not exist. Their ideas, interactive texts, critical writings, and work on interface design have long provided me with both rich fodder for my research and an abundance of ideas, methods, and critical and theoretical approaches to interactivity in general. Together they have inspired me in every sense of the word.
To Gordon Pradl I also owe several debts: for his insights on the distinctions between "inner-" versus "other-directed," for introductions to many of the sources that have informed my entire outlook on reading and interactivity, and for giving me the right shove at exactly the right time.
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